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WHAT IS CLAIMED IS: 

1. A computer-readable recording medium having 
recorded therein a video game program for transforming 
a three-dimensional object having a form at least a 
part of which is determined by a plurality of vertexes 
associated with a cluster, 

said computer-readable recording medium hav ing 
recorded therein a program for causing a computer to 
acquire, in each frame display period, an amount 
of parallel movement of said cluster according to 
animation data defining a movement of said 
three-dimensional object; and 

calculate, according to said amount of parallel 
movement of said cluster acquired and a weight 
predefined for each said vertex corresponding to said 
cluster, an amount of parallel movement of each said 
vertex and moving, according to this calculated amount 
of parallel movement, said vertexes parallel to each 
other in each said frame display period. 

2 - A computer-readable recording medium for a video 
game according to claim 1, wherein said computer is 
further caused to 

move, according to a movement of a joint in a 
virtual skeleton defining a framework of said 
three-dimensional object and including a plurality of 
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joints, ea« of said pl urality of ^ 
associated wit* at least one of said pi urality o£ jolnts 
said vertex corresponding thereto after the parall./ 
movement of said vertexes. 

* ■ A computer-readable recording medium for a video 
game according „ claim l. „ harain said ac9<lisicion 

of the amount of parallel movement of said cluster 
includes • 

determining whether an amount of paraUel 
movement of each seid duster in a frana dispUy period 
being processed is defined or not; 

calculating, i, it is determined that the amount 
of parallel movement of each said duster in said frame 
■Usplav period b . in , pressed is not defined, th e 
amount of paralle! movement of each said duster in 
said frame display period being processed according 
to an amount of parallel movement of each said olnster 
in a frame display period hav in , already been processed 
end an amount of parallel movement of each said cluster 
in a frame display p ariod t0 ba p roc „ 5 . Q laterj ^ 
acquiring, if it ls determined that the amount 
of parallel movement of each said cluster in said frame 
oiaplay period being processed is defined, the defined 
amount of parallel movement of each said cluster in 
aaid frame display p« io d being processed. 
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4- A three-dimensional object transform . ng fflethQd 
« a video game for transferrin, a three-dimensional 
object having a. for* at least a part of which is 
determined by a plurality of vertexes associated with 
a cluster, said method including: 

acquiring, in each frame display period/ gft 
amount of parallel movement of said cluster according 
to animation data defining a movement of said 
three-dimensional object; and 

calculating, according to this acquired amount 
of parallel movement of said cluster and a weight 
predefined for each said vertex corresponding to said 
cluster, an amount of parallel movement of each said 
vertex and moving, according to this calculated amount 
of parallel movement, said vertexes parallel to each 
other in each said frame display period. 

5 - A three-dimensional object transforming method 
in a video game according to claim 4, further including: 
moving, according to a movement of a joint in 
a virtual skeleton defining a framework of said 
three-dimensional object and including a plurality of 
joints, each of said plurality of vertexes being 
associated with at least one of said plurality of joints , 
said vertex corresponding thereto after the parallel 
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6- A three-dimensional obiect tr anc f 

uDject transforming method 

in a video game accordinq to ei.«. j 

«mg to claxm 4, wherein said 

acquisition of the amount of parall*! 

^ parallel movement of said 

cluster includes: 

determining whe ther an amount of parallel 

movement of each said cluster < „ » 

uster ln a frara e display period 
being processed is defined or not; 

calculating, if lt is determifted ^ ^ 
of parallel movement of each said cluster in said frame 
display period being processed is not defined, the 
amount of parallel movement of each said cluster in 
said frame display period being processed according 
to an amount of parallel movement of each said cluster 
in a frame display p Griod having already ^ processe<J 
and an amount of parallel movement of each said cluster 
in a frame display period to be processed later; and 
acquiring, if it is determined that the amount 
of parallel movement of each said cluster in said frame 
display period being processed is defined, the defined 
amount of parallel movement of each said cluster in 
said frame display period being processed. 

7. A video game apparatus, which comprises a 
computer-readable storage medium storing a program for 
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a video gane which transforms a three-dimensional 
object having a form at least a part of which is 
determined by a plurality of. vertexes associated with 
a cluster, and a computer which reads out and executes 
at least one of said programs from S aid 
computer-readable storage medium to perform the read 
out program, * 

acquiring, in each frame display period, an 
amount of parallel movement of said cluster according 
to animation data defining a movement of said 
three-dimensional object; and 

calculating, according to said amount of parallel 
movement of said cluster acquired by said acquiring 
means and a weight predefined for each said vertex 
corresponding to said cluster, an amount of parallel 
movement of each said vertex and moving, according to 
this calculated amount of parallel movement, said 
vertexes parallel to each other in each said frame 
display period. 

8, A video game apparatus for transforming a 
three-dimensional object having a form at least a part 
of which is determined by a plurality of vertexes 
associated with a cluster, said apparatus having 
25 a computer; and 

a computer-readable recording medium having 
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recorded therein a program t« 

program to be executed by said 

computer; 

said program causing sa . d computer m 

Process for semiring, in each frame 
°"Play p. riod , a „ aMunt of ^^^^ M ^ ent of 

cluster according to animation daca inin9 a moveme ^ 
of said three-dimensional object; and 

a moving p roc .« £or calcalatin9 _ according to 
said amount 0£ paraUel movement of 

1° acguired by said acguiring process and . 

predefined for e ach said vertex corresponding to said 
cluster, an amount o t parallel movement of each said 
vertex and moving, .ecordin, to this calculated amount 
of parallel movement, said vertexes parallel to each 
« other in each said frame display period. 

*>- & video dame program for transforming a 
three-dimensional object having a form at least a part 
of which is determined by a plurality of vertexes 
associated with a cluster, 
20 said computer program for causing a computer to 

acquire, in each frame display p eriod , an amount 
of parallel movement of said cluster according to 
animation data defining a movement of said 
three-dimensional object; and 
25 calculate, according to said amount of parallel 

movement of said cluster acquired and a weight 
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pred.f ined for aach 5aid vertex corresponding to 
duster, a .cwt of parallel aovement of each ^ 
vertex ana moving. accoIdlng „ ^ ..^^ 

= £ p«.u.i, OVMMt , said vert<xe . paraue . ^ ^ 

other i„ each said frame display period . 

" • A oon P"er Program for tr.ntfor.in, a 
three-dim.nsion.l object having a for. at leant a part 
of vhioh is determined by a plurality o, vortexes 

associated with a cluster said ^ 

r ' said c °»PUter program for 

causing a computer to 

acquire, i„ „oh frame display p. riod , an anouat 
°t Parallel movement of said cluster according to 
animation data defining a movement of said 
three-dimensional object; and 

calculate, according to this acgnired amount of 
parallel movement of said cluster and a weight 
predefined for each said vertex corresponding to said 
cluster, an amount of parallel movement of each said 
vertex and moving, according to this calculated amount 
of parallel movement, said vertexes parallel to each 
other in each said frame di spla y period. 
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